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LOADING EXILE 

















All thoughts of the warmth and comfort of Earth are now forgotten. You are heading for Phoebus... 


SECURITY SYSTEM 

A lot of time and effort has gone into the development of EXILE. Unfortunately there are some 
members of the community who are dishonest enough to make or accept illegal copies of the game. In 
an effort to discourage this theft, a security system has been incorporated. 

On some occasions you will need to enter a code (in the sealed cavern with the four indicators on the 
Amiga and Atari ST, or in the Save Position option on the Commodore 64). To continue playing 
EXILE you will need to enter a special code which can be found on the lower half of the packaging. 

A four digit code number is displayed on the screen. Locate this number by looking along the right 
hand column of numbers on the outer edges of the packaging (if you are having trouble finding the 
number, you will notice that they are printed in ascending order). 

Assigned to each Index number are two codes, one to the left of the Index number on the outer edge of 
the packaging, and one to the right of the Index number on the inner edge of the box. The Amiga and 

outer) should be used, whereas the Commodore 64 version tells you either Inner or Outer. 

Once you have located the correct code you must enter it, either by using the spaceman to hit the 
corresponding digit on the Amiga or Atari ST, or by typing the number directly on the Commodore 64. 

For example, if you are given the code 1354, the two codes are 0878 (Outer) and 5496 (Inner). 

If you are using a pirated copy of EXILE, watch out! The game will modify itself subtly to stop it 
playing correctly as the game progresses, so it may not be immediately apparent that something is 
wrong. You will enjoy playing the game much more if you have bought a genuine copy! 








you will find an irritating (but harmless) bird. Keep 
or fly against it. you will push it along the ground. 
Hold down the Pick Up key (<) and carry on pushit 
1 Put the grenade into your pocket by pressing the 
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blast. After a few seconds the grenade will explode, blasting the way clear. If you are caught in the 
aftershock you will "die", but the only result of this is that you will be automatically teleported (having 
Remembered your position). Wait for your health to recover, r t-Remember your position, and then 
carry on down into the depths of the planet. Good luck... 


THE CONSOLE 

At the bottom of the screen, you will see the console (or control panel). This console shows the current 
status of all your vital equipment, as well as your health, score and elapsed time. It also displays 
important messages throughout the game. 

AMIGA/ATARI ST 



On the far left of the console are the four Weapons Status Indicators (numbered 1 through to 4 ). To the 
right of the fourth bar is an indicator which illuminates when your Jetpack Booster is activated. The last 
two vertical indicators are your Space Suit protection field status, and Jetpack Fuel remaining. 

On the far right of the console, you will see the six pass-key slots. As you collect the keys from around 







On the far left of the console are the six horizontal Equipment Status Indicators. The top indicator 
shows the amount of Jetpack Fuel remaining. The next four bars are your Weapons Status Indicators 
(numbered 1 through to 4 ). The sixth indicator shows your Space Suit protection field status. 

On the far right of the console, you will see the six pass-key slots. As you collect the keys from around 
the game, the relevant slots are filled. When you come into contact with a door or transporter the 
corresponding indicator will pulsate to show which pass-key is required. 

Below the pass-key status area is your Health Indicator, shown in white. This indicator reduces are you 
get injured, until finally you are so badly hurt that you are automatically teleported away. 

In the centre of the console is the EXILE panel. It will begin to glow if you are injured, and also if you 




For many functions, you need to keep the fire button held down while yon use the joystick to complete a 
selection. When you release the fire button, the joystick will revert to normal "thrusting" mode. 

Note:- If you have an auto-fire feature on your joystick, it should be turned off. 


THRUSTING 

Function:- Key:- Joystick- 

Left Q Push left 

Right W Push right 

Up P Push up 

Down L Push down 

Thrusting causes a pressurised jet of air (or water, if you are underwater) to be blasted from your 
jetpack. You will see this jet as a stream of particles. The jetpack uses energy - its energy bar on the 
console shows how much energy remains. If you are standing on the ground, thrusting sideways causes 
you to walk or run, using no energy. If you thrust up while standing on the ground, you get an extra 
upward impulse by jumping. If your jetpack is out of fuel, or temporarily blocked (e.g. with mushroom 
spores), you can still run and jump. 


AIMING AND FIRING 
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Once you have found, picked up, and selected a weapon you can then fire it. It is fired in the direction 
you have chosen using the aiming controls (see below). Additionally, the fire key/button can affect 
some held objects - for example, if you are holding a grenade, you can use it to start and stop the 
countdown to detonation. 

Holding down the fire key/button gives auto-fire on the missiles, but you can fire more rapidly by 
repeatedly pressing it quickly yourself. 

Note: If you are using the joystick for thrusting, the Space Bar is used for icon selection, but if you are 
using the keyboard for thrusting, the Space Bar functions as the fire key. 

The Aiming function controls the trajectory of firing and throwing. You can raise and lower the 
direction (a stream of particles shows the direction of aim as you do this), and by holding the Raise Aim 
and Lower Aim keys together, you can show the current aiming direction without altering it. 

To aim using the joystick, select the icon and keep the fire button held down. You will see a stream of 








the joystick dowi 
TELEPORTING 



You will quickly find o 
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You cannot teleport voluntarily if you are holding something, and if you are teleported automatically 
you will drop whatever you are currendy holding in your hands. You may even have something drop 
out of your pockets, so try and teleport voluntarily before this situation occurs. If you arrive at your 
destination very hurt, there will be a short delay (a couple of seconds) before you are able to remember 
your position again. Listen for the sound effect when you press R. 



You can use your teleport strategically too. For instance, to get past a creature that keeps pushing you 
away, you could Remember your teleport position, be pushed back, then Teleport. You will then be on 
the other side of the creature! 


WEAPON SELECTION AND ENERGY MANAGEMENT 
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Certain weapons and items (listed below) that you pick up are automatically attached to your spacesuit, 
and cannot be dropped again. Initially you have only your jetpack (not to be confused with the jetpack 
booster). These items use energy from their own batteries, but energy can be freely transferred between 
them. You can see how the energy is distributed by looking at the energy bars on the console. The 
weapon selection and charging functions have no effect until you have picked up your first weapon, and 
when you have picked it up you must remember to select it before you can fire it. 
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SCREEN OFFSET 


(Set 1, bottom right) 
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cursor control (arrow) keys, or by selecting the screen offset icon and moving the joystick (with the fire 
button held down). 

Amiga/Atari ST only: 

Pressing the left and right cursor keys together will centralise the screen horizontally. Pressing the up 
and down keys together centralises the screen vertically. 

If you dislike the way the screen "follows" you around, try pressing F8 which toggles to a fixed method 
which you might prefer. 



These functions are only applicable once you have picked up the jetpack booster attachment. The 
booster gives you the capability of doubling the amount of thrust from your jetpack, although it uses 
four times the amount power in the process (you can see it's status on the console). Once installed, you 
can switch it on or off as required, and Amiga/Atari ST users can also activate it for short bursts of 
energy. The booster is particularly useful (if not essential) when you are trying to carry a heavy object 
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SOME THINGS YOU 


doors to be found throughout the game, hindering 













If you have TAPE selected, you can use the datacorder to save and load positions to a blank tape. You 
will be asked to type in a filename. To get a catalogue of the tape, select LOAD POSITION then type a 
filename which doesn’t exist (e.g. "ZZZZ"). Press the BUN/STOP key to return to the main menu. 
Make sure you don't use the program tape to save game positions! 

If you have DISK selected, the LOAD and SAVE options will use the disk drive. You must have a 
formatted disk ready before you run the game (do not use the program disk to save positions!). Press D 
to get a directory of the disk. 
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